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Introduction

They are the brave princes of the earth who guard against the 
wicked and dreadful Anathema-kings of old. They are the thin 
scarlet line between the most civilized Realm and the barbarians 
at the gate. Without their ever-watchful-eye and powerful dragon-
touched hands, Creation would be defenseless against the evil 
foe. They know their enemy. They stay one step ahead of the 
wretched. To serve is an honor, and to retire is a glory. 

They are the shikari—the warriors who form the Wyld Hunt.
This is a story of a circle of shikari, a group sworn to defend 

the Realm and destroy the foul Anathema, wherever they may 
hide. This is a story of what happens when duty goes wrong. 
What happens when the indomitable hunt is hunting the wrong 
target? When they are ready for one demon-breed but end up 
against another? 

And, most important, what happens when the hunters must 
hunt their own?

What’s Inside
In Hunting a Monster provides the Storyteller with a complete 

Exalted story, from beginning to end. While this story is designed 
to work early on in a series, it is not designed to be the beginning 
of a series, nor is it intended for completely new players. The 
enemies are designed to be very competent—befitting a group of 
errant shikari. This degree of competency could be fatal in the 
hands of a tactically-oriented Storyteller if your players are not 
well-versed in Exalted combat. If your players are not tactically-
oriented, don’t worry; we’ve included notes to help you out. 

This Storyteller Adventure System (SAS) product allows 
players to take part in a hunt gone bad. Characters must summon 
up their cunning and martial prowess to face a foe which they 
were not expecting, and may not be equipped to face. At the 
same time, In Hunting a Monster asks what the characters will 
do when faced with having to slay one of their own: will they 
blindly follow the dogma of the Immaculate Faith, or will they 
begin to question the foundation of their beloved Realm?
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Introduction
As the first act progresses, the characters uncover signs that their prey 

is a Lunar, not a Solar. His actions leave few traces of his passing. The 
investigative trail points to a group of wyld barbarians near the city, 
leading the shikari to conduct a surgical strike or an all-out assault on 
the Hratrak barbarians, as befits their talents and choices.

The second act is all about the rising action of the hunt. The shikari 
locate a temple where their Forsaken target’s prior incarnation once 
walked. The hunters discover the history and truth of Dathesk: It is a 
social experiment being conducted by an aged Lunar. Worse still, Mayor 
Thurfas, an agent of Wolf’s Horn the Trickster, has been helping the 
Anathema stay hidden. The entire town may be against the shikari. 

Riding back to Dathesk, the hunters confront Mayor Thurfas. 
Eventually, Wolf’s Horn steps in to protect his loyal servant. With his 
own grim determination and insane courage, Wolf’s Horn battles the 
Dragon Blooded in the quickly-deserted streets of Dathesk (most of the 
townsfolk are smart enough to get out of the way—property damage 
tends to follow in the wake of Exalt-on-Exalt combat). 

In the midst of this battle, something unexpected happens: it turns 
out the All-Seeing Eye’s intelligence was correct after all! There is a 
Forsaken Anathema in Dathesk, but until this moment had not yet been 
chosen. Useless Sparrow takes action, either to defend the Terrestrials (if 
Horn is overtaking them) or to intervene against a surprise attack from a 
beastman (if the Terrestrials are defeating Horn). In a single moment of 
glory, he is chosen as a Dawn. Taking advantage of the sudden change, 
Wolf’s Horn absconds with Sparrow and retreats to his Manse. 

Now the hunt is on! Do they crush the last of Horn’s army in a 
glorious strike and take the Anathema in a direct confrontation, or 
do they sneak in through a hidden coastal exit from his manse? Once 
through the silvery heart of darkness, they confront the wicked Lunar 
Trickster. After a final battle with their Lunar target, the shikari must 
decide what to do with Sparrow. He is now Anathema, but he was 
their faithful servant, and wants to serve them still. Perhaps even 
more disturbing, how did the All-Seeing Eye botch sending them on 
a mission to hunt an Anathema, only for the original demon-spawn 
they were going after to appear because of their actions in the mission? 
Even the Realm’s astrologers should not be capable of such divination.

What stories will the Realm tell of the shikari now? Will they be 
hailed as glorious conquerors, preserving the honor of the realm from 
ancient demons? Or will their names be stricken from the Immaculate 
Faith as they are cast down as demons?

About the Storytelling Adventure SyStem

If this is your first Storytelling Adventure System (SAS) product, 
you’ve chosen a fine place to start. To keep this story kit lean and 
focused, though, we haven’t included a lot of the core premises and 
Storyteller suggestions that are at the heart of the SAS. Whether 
you’re a new Storyteller or an old hand, be sure to read the free 
SAS Guide, found at the SAS website:

www.white-wolf.com/sas
Here are some of the features available in In Hunting a Monster:
• Interactive links. Clicking on anything in red will take you 

directly to the section referenced, or to an appropriate character 
sheet or prop. It can also take you to an external website that could 
be useful.

• Storyteller characters. Clicking on a Storyteller character’s 
portrait will take you to that character’s sheet. Clicking on the sheet 
will take you back to the character’s writeup. 

Treatment
In Hunting a Monster tasks Dynasts and Lost Eggs to hunt down and 

slay a newly chosen Forsaken (or Dawn caste Solar) in the Threshold. 
According to the Wyld Hunt’s intelligence, this Anathema resides in 
or around a community with little influence from the Realm, one that 
only pays a nominal tribute. Unfortunately, the shikari are about to 
discover that even their renowned intelligence can be mistaken. What 
waits for them in the sleepy community of Dathesk is not a Forsaken 
warrior, but a silver-born Trickster. 

Act One begins with the shikari en route to Dathesk, a town in the 
northeastern Threshold. They are on a mission to annihilate a Solar 
Anathema. Their mortal logistician, Useless Sparrow, responsible for 
handling all the character’s day-to-day needs throughout the hunt, 
communicates what he knows of Dathesk. The story then flashes back 
to Cathak Setod, the circle’s superior in the Wyld Hunt, giving them 
one last lesson. Setod explains the mission—to slay a Golden Child—
and has a brief conversation about the current state of the Realm. 

Then the shikari enter Dathesk. Mayor Carriker Thurfas greets 
them and tries to assure them there is no Anathema in Dathesk. A 
second flashback gives the characters a chance to interact with the 
Realm bureaucracy and receive their formal briefing from the Office 
of Harmony. Additionally, clever shikari can secure resources to help 
the hunt (though with the pending economic and political collapse, 
the Office is reluctant to hand over any of its dwindling budget).Sam
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Introduction
Theme: The Hunt

In Hunting a Monster is all about the hunt itself. The central focus 
is on the hunt of Anathema, but the hunting is more than just physical. 
The story here is about a hunt for meaning and purpose. There is also 
a hunt within the characters for purpose in their ritual killings when 
asked to hunt one of their own. Depending on your shikari’s backstories, 
this could be a hunt for recognition within the Realm, a chance for 
Lost Eggs to make something of themselves and be held as peers by 
the Dynasts, or one last mission before they can go home and forget 
all about the Hunt.

The hunt defines many shikari. It is how they exercise their power 
and dominion over the whole of Creation. It is a chance to do honor 
to the Realm, earn glory for themselves, and hunt political power that 
comes with that popular power, for the hunt makes men into heroes, 
and for heroes unto legends.

Mood: That We Do Not Become  
A Monster

There’s an old cliché about being careful when hunting a monster, 
lest you become one yourself. In the first act, Cathak Setod asks the 
characters to reflect upon the Realm, upon the nature of the Hunt 
and upon the texts of the Immaculate Order. The characters have a 
chance to build a rapport with a kind, young and very handy mortal. 
Then they’re duty-bound to kill him. Why? Because he was Chosen? 
Because their texts call him Anathema? Who truly is the monster? Or 
is faith in the Immaculate texts so strong that we need never question 
it? Shall that dogmatic mind keep one from devolving into a monster, 
or have they already?

An Episode in Your Series
This story is intended to be run early in your series, but not at the very 

beginning. While it can be run as your first story, In Hunting a Monster 
is designed to take a group of Terrestrials who have already forged a 
bond with one another and thrust them into a difficult situation, both 
physically and spiritually. Cathak Setod can help you forge a link from 
your earlier series to this story. He can serve as a father figure and patron 
for your circle, coaching them before one or two earlier hunts. As an 
Elder Shikari, his reputation for success (particularly against Lunar 
Anathema) is legendary.

Useless Sparrow is another way to forge a link from your earlier 
sessions to this story. Having him serve as their logistician during 
missions prior to In Hunting a Monster will help strengthen the circle’s 
emotional ties with him. Alternatively, if you already have a mortal 
character in a position of trust within the circle, and it makes sense to 
bring him or her along, you could replace Sparrow with that character.

Depending on what actions your characters take in the conclusion, 
you have a number of directions to take when the story finishes. If 
the shikari forsake the Realm, then Setod may gather a group of elder 
shikari to crush his wayward pupils, but is Setod up to the task? If 
your characters do the proper thing—the right thing, according to the 
Immaculate texts—and slay Sparrow, then other members of Horn’s 
circle may come after them. The shikari may have questions about 
how the All-Seeing Eye messed up their intelligence so badly. (If you 
have a sorcerer who is aware of the Sidereals, this could get ugly and 
interesting very quickly.) In addition, the increased fame from surviving 
such a harrowing mission buys considerable political power.

reference mAteriAl

The Compass of Terrestrial Directions Vol. I – The Blessed Isle 
can help you add depth to the Wyld Hunt. The book details the 
Immaculate Order and the Wyld Hunt’s command structure and 
their pseudo-military breakdown. This may help you understand the 
sort of planning and logistics required to create an elite strike force 
designed for asymmetrical warfare and engaging in full spectrum 
operations by what amounts to the Realm’s standing emergency 
executive authority.

The Thousand Correct Actions of the Upright Soldier is a 
collection of Terrestrial battle tactics and holy texts that can help 
you think of quips for Setod and the Office of Harmony. More 
importantly, it includes several new Charms and collected errata for 
existing Dragon Blood Charms. If you do not have access to this book, 
we strongly encourage you to check out the free Scroll of Errata 
from DriveThruRPG.com, which contains the corrected Dragon Blood 
Charms. This story is written with the assumption that players and 
Storytellers are using the corrected Dragon Blood Charms.

The Army Field Manual 3-0, Full Spectrum Operations is a great 
(and free) resource if you want to do a little research into how the 
real world conducts similar operations. Sections 6-41 and following 
are most relevant to the Wyld Hunt, especially the concepts of 
defeat mechanisms. You can introduce such concepts through sacred 
texts of the Wyld Hunt, or doctrinal texts such as the Thousand 
Correct Actions.Sam
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A Story By Itself

If you want to run this story on its own, characters you make for 
the story should have at least 35 experience points. Their backstories 
should include a successful career in the Wyld Hunt for at least a few 
characters in the group, though not necessarily all. One person might 
have Useless Sparrow as a Follower or Henchman. Others may be 
shikari who have begun to doubt the glory of the Realm. Another 
might be a fervent and loyal follower of Hunt’s tradition, who believes 
in the might and glory of the Realm above all else.

If you are planning on running this story alone, take some extra time 
in the first act to make sure you drive home the early introspection 
on what it means to be a hunter. Show Useless Sparrow as someone 
useful to the party, but be careful not to upstage the players. Make him 
a commodity for them to use, not the main show.

Backstory and Set-up
Few citizens and patricians know how exact and detailed the Wyld 

Hunt’s intelligence truly is. That’s because very few realize the Office of 
Harmony is being fed close to real-time information from a Creation-
spanning network of vigilant viziers—the same bronze Sidereals whose 
brazen actions orchestrated the collapse of the Solar supremacy. Even 
the few Terrestrials who are aware of the Bronze Faction’s assistance 
usually do not comprehend the precision of the Sidereal’s predictive 
powers. They’ve simply learned not to question the stranger reports of 
Anathema activity they receive. It’s often easier and more cost-effective 
to send a group of shikari to a faraway land than it is to question the 
All-Seeing Eye’s intelligence and risk creating a tyrant like the Bull 
of the North.

The viziers are capable of predicting where and when a Solar will 
be Chosen, and they can have shock teams already en route when the 
momentous event passes.

Only rarely is their intelligence wrong…

Backstory
In the aftermath of this story, Heaven will file away a report detailing 

one of the most severe Bronze Faction screw-ups since Fallen Lapis. (At 
least this time there won’t be any war criminal charges levied against 
the poor bastard assigned to this prediction.) 

You see, the Wyld Hunt’s intelligence is not perfect. 

Most Sidereals would never freely admit that their predictions may 
not be infallible. After all, what could possibly escape their notice? 
That was the sort of thinking which led to this incredible debacle by 
a young Bronze faction Sidereal. He didn’t check the causalities he 
was altering within the non-linear, iterative layers of the Loom. He 
overlooked that the future in his forecast relied on the group of shikari 
his intelligence would send to the area.

This young vizier spotted a disruption in the Loom. This particular 
disrupted caused a wrinkle in the tapestry, causing it to roll in a manner 
distinctly similar to how fabric does not fold. This could only be an 
Exaltation, for no other fold has that look, and it’s a trivial matter for 
a Sidereal to discern the Exalt as a Solar. Being the dutiful Bronze 
Sidereal that he was, the vizier swiftly informed the Wyld Hunt with 
the general time and location where they could find the Anathema.

Unfortunately for the shikari, the Sidereal missed two things. First, he 
made did not realize he was creating the conditions for the Exaltation, 
for such tautological threads are extremely rare within the Loom (and 
thus younger Sidereals sometimes overlook this possibility). Second, 
he miscalculated the probability of hidden Lunar interference. This 
means Wolf’s Horn went unnoticed, and the shikari’s briefing included 
no warnings of Lunar interference.

So, ready to face the Solar Anathema, the shikari are dispatched with 
training and tactics appropriate for a Golden Child. As elder Hunters 
can tell you, prepping and hunting the wrong type of Anathema is 
tantamount to disaster. One doesn’t spar with the serpent as one 
wrestles with the Yeddim.

Unless you want to get bit or trampled.

Set-up
In Hunting a Monster assumes the circle is a band of Terrestrial 

Exalted involved in the Wyld Hunt, and that they are not starting 
characters. Their involvement in the Hunt may be something new, or 
it may be an integral part of a character’s backstory. The level doesn’t 
matter, as long as they are all shikari, if only for this task.

Members of the Immaculate Order are easy enough to push into 
the Wyld Hunt, if they’re not already involved. Dynasts can be much 
trickier, depending on the Dynast. Members of House Tepet might be 
trying to establish a name for themselves, seeking to gather an army 
from the Threshold which sees them as a savior from the wicked 
Anathema. An army can help replace the shattered Tepet Legions, and Sam
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The Cast
Useless Sparrow

Quotes: “What can I gech’ya, shikari?”
“Somethin’ smells rotten in town, Terrestrials.”
(After Exaltation.) “The hunt is all I’ve ever been good at. What do I 

do now?” 
Motivation: Serve and Protect All He Loves. Notable Intimacies 

include: the unit he’s assigned to (Happy Obedience), Dathesk (Fond 
Memories). 

Background: Born in Dathesk two and a quarter decades ago, the 
mortal called Useless Sparrow was a troublemaker in a land of staunch 
and dour townspeople who watch outsiders with suspicion—outsiders 
like him and his mother. He eventually grew out of this phase, but not 
before he ended up in some serious trouble with a few teenagers playing 
Gateway. So his mother sent him away to live with his cousins on the 
Blessed Isle. There, Sparrow earned the moniker Useless Sparrow by 
flunking out of what little education his family could afford for him 
(and it was very little – why bother spending it on the worthless cousin 
when your own sons will make good use of it?). This lead to partying 
and binge drinking, until Sparrow realized, while face down in his 

set a Dynast up to challenge the Bull of the North. Perhaps a young 
Dynast wants to get his family off his back for a little while—or just 
see the world! Lost Eggs who are not part of the Immaculate Order 
might be offered a chance to join one of the Great Houses after a 
successful hunt. 

The story begins with the shikari on a ship, heading for their 
hunting grounds. The details of why they agreed could be important 
to their motivations for saving or slaying Sparrow (which is why the 
first act offers a few flashbacks – you’re encouraged to talk to players 
before the game if they wish to expand those flashbacks to include 
personal persuasion).

choSen of A celeStiAl nAture

This story is designed for Dragon Blooded, but that doesn’t mean 
you cannot use other Exalts. However, the use of Celestials requires 
alterations. Here are some ideas to help integrate other Chosen 
into the story:

Solars: Here are two possible ways to use Solar Exalted. First, you 
could completely invert the story. Perhaps a group of Solars heard 
from a Gold Faction contact about a new Chosen and are trying to 
get there before the Wyld Hunt does. For another, stranger style of 
play, perhaps one Solar, convinced of her own Anathema status, is 
working with the Dragon Blood to purge others of her kind.

Abyssals or Infernals: These Exalts might also make use of the 
Anathema Hunter Robin style. Perhaps a Deathlord commands his 
Abyssals to collect the newborn Solar and bring him back for torture 
and turning. Maybe the Infernals are seeking an ally or trying to 
bring a new, pliable mind to their Yozis. 

Sidereals: A single Sidereal could be assigned to the shikari to 
ensure this particularly dangerous Solar is slain. If so, another Sidereal 
may be setting up the player character to take the fall for the inept 
reading that leads to this debacle. Alternatively, a group of Sidereals 
may have some characters who want to save the Solar and some who 
are trying to ensure he dies, creating inter-circle conflict.

Alchemicals: Perhaps the hardest to fit this story, really creative 
Storytellers could refit this story to have a group of Alchemicals 
stumble across the Wyld Hunt while the Hunt is going after the 
yet-to-be-Chosen. 
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own bile, that he was wasting his life. Soon after, he took the razor 
and entered the Immaculate Order.

Since then, Sparrow has worn the moniker of monk. He wasn’t very 
good at that either, but he was brave, compassionate, and willing to try 
his damndest. This perfect combination of factors caused his superiors 
to assign him to the Wyld Hunt (as bait). The Mouth of Peace herself 
signed his first orders, certain that this screw-up would find peace in 
the embrace of the Immaculate Dragons. He’d die a hero and make 
up for all his past mistakes.

That’s when Useless Sparrow discovered his knack: logistics. Like 
the parcel carriers of the old First Age, he was very good at ensuring 
everything was in place for his cadre. He could procure things from the 
(utterly inefficient) Deliberative. He could predict foul conditions for 
travel and be ready for them. He understood his role and played it well.

In short order, Sparrow gained a reputation as a hard-working 
logistician among the mortal support staff assigned to the Wyld Hunt. 
Now he’s assigned to a group of shikari that could be his end, one way 
or the other.

Description: If he were a bird, Sparrow would be a heavy bird, too 
wide to fly. His movements are inelegant, yet they are precise and 
coordinated. He’s not clumsy, just lazy. Sparrow’s head is shaved, like 
most monks, but marked with only three little dots, two in a row and 
one below the top right dot. There were supposed to be six, but his 
thick skull broke the needle.

Sparrow’s oxen-eyes are dull, causing people who don’t know him to 
assume he’s stupid or slow. Those who do know him don’t underestimate 
his speed and fortitude. He may look average, but he’s surprisingly 
competent.

Storyteller Hints: While it’s not critical that the party warm to 
Sparrow, liking this character can help make determining his fate a 
more difficult decision. What’s important is that the circle trusts or 
pities Useless Sparrow in some way, even if only as some flunky taking 
care of the menial details beneath them. This will help drive home an 
emotional impact for the players when they must confront their trusted 
servant – or, for players roleplaying a Conviction-based monster, allow 
them to demonstrate how heartless their character truly is.

The character sheet in this story presents Useless Sparrow as he 
would appear post-Exaltation, during Act 3’s climax. Since Sparrow is 
only recently Exalted, his Charm capabilities are below that of normal 
starting Solars (he has not had time to master his initial Charm suite).

Notes: Sparrow wears Exceptional Lamellar Armor (+1 soak, +1 Mobility). 
The armor was a gift from one of his prior squads for a job well done handling 
a particularly bitchy Terrestrial. Since the gift came from her, many monks 
have wondered what exactly he did to handle her. 
Combos:
Sparrow Strike Flight (cost: 1wp; 2m per Dipping Swallow Defense, +1m per 
die for First Excellency): Dipping Swallow Defense, First Melee Excellency: 
Burnished golden wings spread from the hilt of Sparrow’s weapon as a brilliant 
flock of birds rises around him. The birds guide his weapon through the best 
possible motions. Their buffeting wings draw the master’s steel to precise 
parries, regardless of his tendency toward overextended movements.

Wolf’s Horn
Quotes: (Upon realizing the Hunt isn’t after him) “You didn’t expect 

to find me, did you?” 
“You fools! Dathesk is mine! Her people are mine! Her gods are me and 

my children!”
(With seething hatred) “I have survived wilderness and war. I have built 

implacable societies. You will not undo me, Terrestrial.” 
Motivation: Build a Strong, Independent Society. Notable Intimacies 

include: Wyld Hunt (Irrational Hatred), Solar Bond (Regret), Dathesk 
(Fierce Protection).

Backg round :  He ha s 
survived for nearly three 
centuries. Hunt after Hunt 
has failed to fell him. All 
those who have tried to stop 
his society have died. All 
those who try to stop his great 
experiment will meet the 
same fate. He is a master of 
deceit and lies, and a rebel 
against the Realm’s central 
oppression. “Never trust a 
Dragon Blood, and never tell 
them the truth,” he tells his 
students and experiments.

Wolf ’s  Horn was born 
into squalor and poverty at 
the fringes of civilization. Sam
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